Capes & Crooks

You’re a Superhero! Name yourself, describe your powers, and attribute 5 points among these primary STATS, no STAT can have over 3 points:

e.g.:
Brawn:        2
Speed:        1
Brains:       0
Magic:        0
Toughness:    2

Toughness gives you your Health Pool of 1 + Toughness. So above has 3 HP. 


Add each STAT to your d6 roll. All combat and skill rolls (e.g. disabling a bomb) are resolved by rolling d6, adding the appropriate STAT, and comparing it to difficulty:
1-2:  Simple
3-4: Tough
5-6: Hard
7-8: Unimaginable
9+:  Impossible!

When attacking someone roll d6 + stat and compare it to their Defense roll.
Defenders roll d6 + any Stat, compare it to attacker and highest wins, Attacker in ties win.
If hit you lose 1 from their HP. At 0 they are out until end of combat. 


Make 3 POWER moves using STATS for attacks that are in the format "X Stat vs X Def. Stat" E.g. “Brawn attack vs Magic Def.” (So Defender must use Magic to Defend!)  Each POWER must be different. POWERS add +1 to rolls for attack.

*Each game you have 5 tokens. When used roll 2d6 for any action. Describe epically!